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Abstract

There are many researches focus on combining physical and digital cities to create a
complex virtual environment with human inhabitants, which behave as we would
expect real humans to behave. Most of the simulations are dealing with pedestrians
interaction, route analysis, collision detection, or event-driven random behavior.
However, many of projects focused on the computer graphical rendering aspects
rather than on the behavior or decision making process of the pedestrian, therefore the
simulation would be far from giving the impression of intelligent agent and less
realistic. In some papers have focused on pedestrian’s generation process of behavior
or animation, dealing with case-study or emotional-based approach to complete all
reactions by surrounding environment;

In our point of view, these methods are not enough for making a intelligent pedestrian,
although the efficiency of real<time frame rate and the complex of agent are inverse
proportion. Pedestrian should have the ability to truly determine most appropriate
decision to react different conditions, not only making responds in procedure. The
intelligent agents must exercise a variety of reasoning capabilities, including situation
assessment, planning, reacting to goal failures.

This paper describes the implementation of a framework for building complex agent
that is capable of interacting with virtual city environments in ways that are similar to
individual human. In our opinion, memory and emotions are essentially as evaluation
platform that influence or modify decision processes of an agent. Therefore, our work
explicitly specified the relationships how memory mechanism affected cognition with
emotions, generating adaptive behaviors and prime learning ability to face variant
events in virtual world.
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